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SETTING THE CONSOLE CONTROLS 


1. Place Ihe cartridge firmly into the cartridge slot- 

2 . Tu r n t he ONfO F F ewiich lo OM. 

3. With controller 4t, seieel a game play revel accord¬ 
ing to ihe scraon choices, the game will begin. 

To the tune of the James Bond theme, youTtsee the 
(ille ol the adventure as well as "GOOD LUCK. MR. 
BON D." (In the two ■ p layer gam e. "Agen 11 or 2 " refers 
to the first or second player.) The number of available 
vehicles appears lotho right. As Mr. Bond steps Inlo 
the vehicle, he gives a brief demonstration of its capa¬ 
bilities, then spoods off to Idee 1 he first adventure. 

Ai any time during the game, you may press RESET lo 
begin again. 

THE JOYSTICK CONTROLLERS 


Plug the jcyslick controllers 
firmly into Ihe jacks at the 
lop of lho unit. Fora one" 
player game, use controller #1. 
The Joystick controls Bond's 
specially designed multi-pur¬ 
pose cralt. The craft moves 
forward wiih a right molian 
% and slightly back wilh a left 



- Frre Buttons — 



motto n, An u p or down motion cau ses th e cratt to jy mp 
or dive. In either case, gravity or buoyancy returns the 
c raft lo a water or land surface line - 
A press of the right FIRE button lobs a flare bomb to 
the botlom ol iho screen. A press nl (he left FIRE but¬ 
ton fires a fixed angle shot to the lop ol the screen. 
Pressing bolh buttons at the same lime can release 
both types of ammunition. 

YOUR ITIHEflftHY, MR. BOND 

in this game, you are Bond James Bond. 007 the 
world's mosl famous secret agenl. Renowned for your 
cool and con'liderice (noi lo mention your biting wit), 
you’ve been selected by the British Secret Service for 
four clandestine, utterly crilical, and nearly impossible 
missions, 

These will be accomplished at ihe controls of a spe¬ 
cially designed multi-purpose crafl that beasts extraor¬ 
dinary capabilities, it has the properties ol a car, a 
plans, and s submarine. And it’s equipped with the 
latest weaponry. We think you'll land it more than 
adequate, 

















Jn brief, Mr □end, this is what lies ahead. Firat stop,. 
Las Vegas in Diamonds Are forever. No casinos* here. 
Rather, you've got to crass ifte desert in the dead ol 
night. A very romantic place, indeed, when you're not 
being shot at. 

We knew you Jike a change Qt Scenery, Bond, so the 
aext stop is Sardinia in The Who Loved Me. Strom- 
berg's underwater laboratory is your destination* in (his 
one. We're conlident you'JI know jusl what to do when 
you reach it. 

In Moonraker, you'll recognize yourord nemesis Hugo 
□rax arid his poison satellites. From your position on 
the lake, you must stop (he satellites from ever reach¬ 
ing Earth. 

We thought we'd top off the assignment with few Your 
Fyos Only, This one will take you below sea level to a 
sunken World War II fishing trawler. Gould be the most 
hazardous mission of all. We're only thinking of you, 
■Bond. We know your fondness for the Greek islands. 
Oh* about the details, read on. We want you to be 
prepared for the assault . .. frogmen, missiles, mines 
and the like. Not to worry. Good luck, Bond. And 
Bon Voyage I 


DIAMONDS AflE FOREVER 


Missions Land on Seraffino's Oil Rig and 
Rescue Tiffany Case 

There's lots of glitter in this adventure. But all lhat glit¬ 
ters is not gold ... it's diamonds and Seraffino's got 
them! Blaifk market jewelry scheme, you're thinking? 
Wrong. When attached to a communicaliens satellite, 
the stolen rocks can harness solar energy, create a 
laser blast, and destroy targets on (he Earth's surface. 
Therefore, Bond, you must gel Seratflno. You'll hnd him 
or> an oil rig off the Pacific coast. There, ha controls the 
diamond satellites' guidance system. 

6y the way, Bond, Seraffino’s holding your... uh, . 
assistant*Tlflany Case, We believe she’s desperately 
in need of rescue. 

The Desert 

First, you must travel rugged desert terrain in the 
dead of night. The desert is filled with treacherous 
eratHrs that you must jump over—or else crash! 

As satellites pass overhead, they’ll drop lasers 
Lasers can destroy you cr impact as well as create 
craters in your path. Your driving skills wifi bo of 
the utmost importance in surviving lasers since it’s 
impossible to destroy the satellites 

The Diamonds 

Giant diamonds hang in the nigh! sky. Hit one with 
your fixed angle shot to fight your way fand score 
points). And remember that only by the fight of a 
dramond will you bo able losee Soraffino’s oif rig 
once you reach the ocean, 



The Ocean 

When you reach Ihe ocean, continue to Irght the 
sky by hitting diamonds. Remombsi, you're looking 
for Ihe oil rio Also, by dropping flare bombs to the 
ocean 1 ® surface, you II be able to see your under¬ 
water enemies, Seratfino has sent armed frogmen 
after you as well as mine-releasing mini-subs. 
These deadly mines Heat to the surface threaten¬ 
ing anylhrng lhal crosses their pa(h. When these 
hazards appear, dodga them or destroy them — 
beiore they destroy you I 

The Oil Rig 

SeraffinD’s oil rig will be silhouetted against the sky 
when you hil a diamond. When il appears, move 
your craft just to the left of the rig, straight up over 
the fop of the derrick, then down to (and on the 
helipad. When this happens, you’ve gotten Seraffino 
and saved Tiffany Case! (II you touch any other part 
of (he rig, say goodbye to that craft.) 

Important: 

iff you're unable to flit a diamond after you've already 
sighted the oil rig—or if you notice lhat your shot 
disappears right after firing—you may be about to hil 
the oil rig in the dark. Dive under it quickly and try 
again lo accomplish the mission on the next pit rig. 

Completion of this mission brings you the next with 

your remaining crafts. 


THE SFT WHO LOVED ME 


Mission: Destroy Stromberg's Undersea Laboratory 

Shipping magnate Karl Suomberg uses huge oil tank¬ 
ers lo swallow nuclear submarines right oul of the 
water It just so happens he's captured a British sub, 
not to mention Anya Amssova, your fallow agent. 
Strormberg must be stopped for good. You 1 II find him 
in his undersea laboratory off the coast of Sardinia. 

Missiles 

Strambqrg has rigged the ocean floor with deadly 
missiles lhal rise inio the air. turn into fireball mines, 
and fail back down again, Avoid them, shoot them 
down, or bomb them out at (he base. 

Oil Tankers 

When you see one of Stromberg’s oil tankers, dive 
under it. From the tanker, Sftomberg has senl (rig¬ 
ger-happy chopper pilots on a bombing mission,,. 
and you're the target. By the way. Bond, ihn- helicop¬ 
ter is indestructible. 

The Undersea Laboratory 

When you see Stromberg's laboratory at the bottom 
of (he screen Job a flare bomb onto it. The explo¬ 
sion will release a capsule that carries Anya Ama- 
sova, Swoop down and touch the capsule and your 
mission is accomplished. Strom berg is stopped and 
Anya is saved, (If you miss the lab completely, iry 
again wilh the next one.) 

Completion of this mission brings you the next with 
your remaining crafts. 




M0MRAK1R 


Mission; Destroy Three Spinning Satellites 

Billionaire industrialist Hugo Drax has concocted the 
ultimate scheme in inter national espionage (he depop¬ 
ulation ol the Earth in order to recofonlze it with his 
super-race, The deslruction will occur hem Drax's poi¬ 
son satellite disoa that rotate through space. As they 
Spin through Ihe night, you must attack ihem from your 
craM's position on, above, or beneath the fake's sur¬ 
face A deceptively difficult task. 

Space eh utiles 

Another of Drax’s brillrani but dastardly inventions is 
the Moonraker fleet of spacs shuttles. Launchod 
from (he ocean Moor, they will destroy you on impact. 
And remember (his: whom a space shuttle rises into 
orbit at the top of the screen, it explodes, Jf you're 
above water when it does, you'll explode, too, How 
to handle a space shuttle? Blow It out at the launch 
pad, dodge it and submerge before it explodes or 
shoof rtdown. 

Frogmen 

Like Se ratline, Drax has sentfirogm on after you, 
They're pretty good marksmen even by your stan¬ 
dards, Bond, 

Mini-Sub# 

Drax just loves submarines and he has sent a fleet of 
them to patrol the depths.These, too, release mings 
to ihe surface. Avoid them or destroy them.. And stop 
those bothersome subs it you Can, too. 

Completion of this mission brings you the next with 
your remaining crafts. 


HHYD Jfl EYES ONLY 


Mission; Retrieve Hndio Equipment from a 
Sunken Fishing Trawler 

A British surveillance ship has been sunk oil the 
Greek mainland by a WWfl mine. Somewhere amid Ihe 
wreckage lies a (op secret ultralow frequency trans¬ 
mitter that launches baflislic missiles on command, You 
must find il before II falls into (he hands of enemy agent 
Gonzalez. 

Underwater Enemies 

Only by the light of (Pare bombs tan yog see (he ene¬ 
mies that lurk in the darkened waters. These incrude 
armed frogmen and the same mine- releasing mlnl- 
subs ihat Drax and Seraffino employ. You’ve escaped 
them before, you can do i| agalnl 

Terrain 

Be prepared. The shoreiine requires ex pen piloting 
lo avert the mouniain peaks fhal rise dangerously 
Irom (he ocean floor. 

Helicopters 

Occasionally, a helicopter comes onto the scene. 
Sorry, old boy, it's not one of ours. The chopper's 
1 racking system makes it a deadeye shot. And the 
radius around the gunfire explosion is a kilter. 
Consider yourself warned. 

Killer Jellyfish 

Gonzalez has planted a most frightening-looking 
weapon—a grant jellyfish that swallows small crafts 
upon impact. Things could be worse. It could be 
armed I Simply jump over it when you see it, 




The Sunken Fishing Trawler 

When you see the sunken trawter, maneuver your 
craft onto the radio antenna bur Ic the right of the 
deck. Do so, and you've retrieved the radio equip¬ 
ment. Bui il you hit any olher part or Che trawler, 
you're sunk' 

Completion o! this mission ends the game. 
BjCtfflMK 

The game ends when you complete the last mission or 
when you lose (h e last craft. In eil her case, you' 11 see 
the final screen thnl shews your final store in (he lower 
left corner. The 3-digit number in the center of the 
screen is your AGENT RATING. 

To play ag ain at the same level, press *. 

Tq change the fowl, press #. 

jlfiENT RAHW6 

The British! Secret Service rales each of its agents on 
his or her performance al the end of each gamE. Our 
ruling method is computer-analyzed and highly confi¬ 
dential . (Enemy agents must never Seem our training 
secrets.) The highest rating in BEGINNER is DOS. The 
highest raling in ADVANCED is 0Q7, of course! 

TWfl-PLAYEfl QHIB 

In a two-player game, players alternate as Bond,The 
LEFT player goes lirst. A player's score is displayed 
throughout the turn at the lower loft of ihe screen. 
When one player Coses all his or her crafts, he or she is 


out of the game.The opponent may conlinue to play 
with his or her remaining crafts. 

$C0M»6 

Your score is displayed Ihroughout your turn at the 
lower left ol Ihe screen. Your final score appears at the 
End of the game. 


Targets Points 

Diamond ,....... ,.,, 50 

Frogman ....,. 200 

Frogman's bullet -- -,_ 100 

Ocean floor m issi le . -,.... 100 

Fireball mine,.., , „ , 100 

Space shuttle in iaunch halch.. 200 

Space shuttle in llighi.. 100 

Satellite disc,.. 500 

Mini-sub ....... ....... 200 

Mini-sub mine .. 100 

Mission accomplished ..5,000 


Each remaining craft al ihe end of ihe game . 3,000 
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tSO-DAV LIMITED WARRANTY 


PARKER BROTHERS war rants, subject lo the conditions 
bolcw,. thfM if Ida components of this product prove 
defective because ol improper workmanship or material 
during the period of ISO days from the date of original 
pu rchase, PARKER BROTHERS will 1 repair the product 
Of replace it with a now or repaired unit, without charge, 
or wilt refund the purchase price. 

CONDITIONS: 

1. Proof of Purchase: The retail sales receipt or other 
pragl of purchase must be provided, 

2. Proper Delivery: The product must be shipped pre¬ 
paid, or delivered to PARKER BROTHERS {address- 
190 Bridge Slreet, Salem, MA 01970, Attention: Quality 
Control Dept.) for servicing, either in Ihe original package 
or m a simitar package providing an cquHi degree ol 
protection, 

3. Unauthorized Repair, Abuse, etc,; The product must 
not have been previously altered, repaired or serviced 
by anyone other than PARKER BROTHERS; Ihe product 
must not have been subjected to an accident, misuse 

or abuse, 

REPAIRS AFTER EXPIRATION OF WARRANTY: 

If the product malf unci ions after the 100-day warranty 
period you may ship the product prepaid and enclosed 
with a check or money order tor fcfl.QO to Parker Brothers. 
Parker Brothers will. at ils option. subject to (he condu 
Lions above, repair the product or replace it with a new or 


repaired unit, subfect to avail ability of parts. If replace- 
ment units Or required parts are not available, the $0.00 
payment will be refunded. 

EXCEPT TO THE EXTENT PROHIBITED BY APPLI¬ 
CABLE LAW, ALL IMPLIED WARRANTIES MADE RY 
PARKER BROTHERS IN CONNECTION WITH THE 
PRODUCT, INCLUDING THE WARRANTY OF MER¬ 
CHANTABILITY, ARE LIMITED IN DURATION TO A 
PERIOD OF 180 DAYS FROM THE DATE OF ORIGINAL 
PURCHASE; AND NO WARRANTIES, WHETHER EX¬ 
PRESSED OR IMPLIED, INCLUDING THE WARRANTY 

qfmerchantability, shall apply to this prod¬ 
uct AFTER SAID PERIOD. SHOULD THIS PRODUCT 
PROVE DEFECTIVE IN WORKMANSHIP AND MATE¬ 
RIAL, THE CONSUMER'S SOLE REMEDY SHALL BE 
SUCH REPAIR, REPLACEMENT OR REFUND AS IS 
HEREIN ABOVE EXPRESSLY PROVIDED AND UNDER 
NO CIRCUMSTANCES SHALL PARKER BROTHERS 
BE LIABLE FOR ANY LOSS OR DAMAGE DIRECT OR 
CONSEQUENTIAL, ARISING OUT OF THE USE OF 
OR INABILITY TO USE, THIS PRODUCT. 

SOME STATES DO NOTALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS, OR THE 
EXCLUSIONS OR LIMITATIONS OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES. SO THE ABOVE 
LIMITATIONS OR EXCLUSIONS MAY NOT APPLY TO 
YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS 
WHICH VARY FROM STATE TO STATE. 



I^MRKER BROTHERS 







